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Anti-Atarians Suck! 


Oe of my favorite things to 


do (besides playing my Atari age 
at 


is checking out the Internet c 
pages. It’s a place similar to a BBS 
- where people trade gaimes, :eveal 

- game secrets & tips, and generally 
eep people informed. _ 


ometimes non-dedicated Atari 


people join in and debate the pros 
and cons of owning an Atari 
system. Often, they are objective 


owners of several systems who offer 


unique perspectives on the Atari 
scene. These people are entitled to 
their opinions and I welcome it as a 
way to keep us all objective. 
_ While I enjoy debating serious 
_ people, I absolutely can’t stand 
some who live to antagonize 
Atarians. They post such intelligent 
messages like "Atari SUX!" or 
"Nintendo RULZ!" hoping we'll 
lash out and start a flame war. And 
more often than not, they get 
exactly what they’re looking for. 
_ As an example, let me tell you 
of the moron who tried to 


impersonate my young friend, Wes 


Powell on Toad Computers’ 
JagTalk. He made a valiant effort to 
try to concinve us that he (as Wes) 
was giving up on the Jaguar. Well 

- too many of us know for a fact that 
‘Wes is a total Jaguar nut, and do 

- such a thing. He spends so much 

- time on his popular web site, 
JaguDome, I can literally count on 
an update every day!! 

Besides this heinous act, the 
person had nothing better to 
contribute to the conversation than 
"IT HATE ATARI" and "BUY A 
~ REAL GAME SYSTEM." As one 
- would expect, people flamed him, 

— but it didn’t do much good. — 


In another similar instance, 
somone tried to impersonate Brett 
Daly on his Jaguar chat page. (We 

ink it may have beer this same 
person.) 


him. This got him quite angry and 
tried to flood the page’with the 
same message. It didn’t do him any > 
good, and he left shortly thereafter. 

What motivates people to do 
such things? Don’t they have 
anything eee to do than 
antagonize us Atarians? Why can’t. 
they play their games and leave us 
alone? Don’t they have a life?!? 

It obvious these people are 
desprate for attention and will try 
to get it any way possible. If you 
had a little brother or sister who 
was (or is) constant pest, you know 
what I mean. They are happy with 
any type of attention, even if it is 
negative. They just want someone 
to talk to, but they don’t know 
how to get it. 

_ What’s the best way to deal 
with these people? Well, you could 
always send them an e-mail bomb. 
But most often, these people don’t 
have the courage to give = te e-mail 
address at all. So, the only other 
best thing you can do is totally 
ignore them. Even aknowledging _ 
chile existence would be asking = 
trouble. Once they get you hooked, 
they are virtually impossible to get 
rid of. Simplying calles them to 
"Get lost!" does absolutely nothing. 
You're just wasting your time. 

I know how hard it ts to ignore 
those messages. I want to ha 
those idiots verbally myself. But 
you have to remember: These 
people are not stating a valid 
opinions. They’re only trying to — 


er calling him names for 


‘a lew posts, we completely ignored 


By Greg George 


stir things up. Don’t give them the 
satisfaction!!! : 
What can you do if someone 


answers them and opens Pandora’s 


Box? It might be worthwhile to 
send that person a private e-mail 
asking them to not give the | 
antagonizer what he wants. Politely 
ck chem to "shut up" and the bad 
guy might go away. 

However, there aretimes 
when it’s gotten so bad there’s not 
much you can do. Except fight fire 
with fire. Find out what their 
weakness is, and exploit it. If they 
love Nintendo, bash Nintendo 
mercilessly. Use some of their exact 
quotes back on them. If they 
impersonate you, impersonate them 
back. Be as immature towards them 
as they are to you. | 

__-Tt’s ashame there are a few slags 
on the ’net who don’t take pleasure 
in playing games. They’d rather 
pester the people who do! But if 
you can hold your tongue, these 
morons will lose interest and move 
on to less intelligent chat areas. 
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| The Atari Times is your newsletter! Feel 
free to send E-Mail to any of the 
following people: 


_ Greg "Fruitman” George 
greggeorgeQ@worldnet.att.net 


Brett J. a 
Wondiiaa ts : 


_ Lee & Lori Krueger — 
lebhract Sten dotaniteae 


_..__ Andrew Robertson — 
andrew.robertson@scomagg.co.uk 


Taz 
TazEatWabt@aol.com 





Send all snail mail letters, subscriptions 
(free!), cheats, submissions, and other 
yackity-schmackity to: 


= Greg George 
1531 Stevens Loop Rd. 
Babson Park, FL 33827 


| H H | 


ADA CONTRIDVTI 


__ Apparently, some people 
know how hard it is, to produce a _ 
newsletter of this magnitude by 

— ones self!! ie 

First there was Taz from Long 

Island, NY. He contributes so 

much, you’d think he was. 

Siactkae to one of those 

expensive video game magazines! 

_ Next was Ryan Bullock of 

Murray, UT who basically sent me 

enough for a years subscription. IF 

~ he lived overseas! 

Jeff Thompson of Norwalk, 

OH made a last minute contrib this 

month. Thanks Jeff. We'll try to get 

to your BS & WTR Q’s! 

Finally, the biggest single 
contribution ever arrived from 
Michael Szoke of Kansas City, 
MO. I can’t thank you enough 

Michael. Go Cardinals!! ‘) 
These people make the NL 
possible. Thank 





S again, guys! 





Newsline... 


f 
Hi everyone! I’m quite excited 


about the recent subscriber surge in © 


the newsletter. It’s great to know 
that people still care about Atari 
and it’s products. 

My strange sense of humor 
may have confused some people in 
the past about the total number of 
subscribers to the NL. It’s almost 


_ hit the 200 mark (U.S.) and 30 


Overseas/Canada. Keep spreading 
the word! _ : , 

The other big news this month 
is that The Atari Times is back on 
the web. I was offered a free web 
page with 25 megs of space, but that 
person never got back to me even 
though I e-mailed him several times. 
Distraught, I turned to GeoCities, 
and immediately uploaded many of 
the back issues, the Jaguar rating 
list, special articles, and pictures 
that were not able to make it to the 
printed copy of the NL. Also, I’ve 

ided to create a text-only version 
so it can be freely distributable to 
anyone, not just web browsin 
people. (ie, its easlily uploadable to 
BBSs and such.) From Nae on out, 
you'll be able to check my web 


_ page for all things related to Atari _ 
and The Atari Times. If you’d like to 


check out the new Atari Times web 
page, the url is: http://www. 
geocities.com/TimesSquare/ 
Arcade/8341/. Be careful, Geo 
Cities is case sensitive. 


This newsletter really does 
take a lot of time, effort, and money 
to produce. And one of the largest 
expenses comes from a them 
overseas. The United States Post 
Office charges *me* $1 dollar to 
mail overseas and $.55 to mail to 
Canada and Mexico. And when you 
have 30 people... That accounts tor 
nearly 1/3rd of my postage costs! 

That ’s why I have decided that 
this will be the last issue I mail to 


please fee 


- greggeorge@worldnet.att. net — 
Tron Soldier I det 


. non-contributors who live outside 
_ the United States. If you’d like to 


still read the NL, you’re quite 
welcome to. Each issue will be 
uploaded to the web page a few 
days after the paper version is 
mailed 


If you do live outside the U.S. 
and would like tocontinue > 
receiving the paper NL, I’m 


requiring a monetary contribution _ 


for the postal cost for each issue _ 
ou’d like to receive. That would 
e $.55 per issue in Canada and $1 

Gs. dollar per issue for the rest of 


the world. On each address label I . 


stick on your issue, there will be a 
number informing you of how ~ 
many you have remaining. This is 
the easiest way for me to keep track 
of this, as I’m hardly an organized 
person! ads 
Please make all checks and 
money orders to Greg George and 
make a note telling me how many 
issues you are donating for. No, I 
don’t accept Pounds, Yen, Marks, 
or chickens as payment!! U.S. 


dollars only! 


If fs has any questions, 
free to write me at: 


) elayed... _ | 
_ The other news this month is 
that no one has received IS2 yet! It 
seems that Telegames is having 
trouble with certain encryption 


algorithyms within the Jaguar CD. 


In other words, we’re going to have 
to wait a few more weeks until they 
et it figured out. No one knows 
ow this will affect the release of 
World Tour Racing, but I would 
speculate Telegames will have 
learned to get around this before 
WTR’s release date. | | 
Rumors have been circulatin 
that Telegames has also licenced the 
remaining 90% finished Jaguar 
games including Slam Racer. Buy 
the new Jag games people!! | 
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The Otari Time 


Pac Pitch Soccer was one 


of the latter releases by Atari and 
was overlooked by many. It was the 
second soccer sante to wae 
a ence on the Jaguar and was 
9 on published eres The 
other, Sensible Soccer, was 
published by Telegames. 

_ Fever Pitch Soccer opens with 
an upbeat track and as you progress 
through the options screens you are 


given a wealth of options. FPS 


consists of 50 teams and also allows 
you to play in either a tournament 
or an exhibition. The tournaments 
are very extensive as you begin 
playing against small nations such as 
ran and Iraq and progress to face 
large soccer nations like Brazil and 
eae 


Another interesting feature in 
this game is the fact your players 
can gain star status. As you progress 


_ through the tournament, you are 


given the option to enhance your 
players skills by giving them a star 
status. For example: It an attacker is 


give given star status his shot speed 


a Pasiee Soccer Challenge 


_was the second soccer game to 


is increased immensely. This can 
add a bit of spice to the games. 


Fever Pitch Soccer: It’s a kick! 


The in-game graphics are of an 
overhead variety and the players are 
fairly small, but not asmall asin — 
some soccer games that are 
available. The players have a very 
respectable amount of detail for 
their size and the other fixtures in 
the game such as the field (the field - 
type = from game to game), 
goal, and ians are done as you 


would expect. FPS also includes 


short full animation sequences after _ 
— each goal and after a card, which are 


done fairly well. The overall | 
graphical package is decent, but _ 
certainly does not take advantage of 
the Jaguar’s capabilities. < 
ne The music in pi is sparse, 
asically just mis ace away — 
from the sana as he the game | 
you get crowd noise and the other 
noise fixtures in a soccer game. The 
noises are done pretty well for the 
most part and overall have a 
positive effect on the game, though 


there is nothing ground- breaking 


hereeither. —_— 


The gameplay in FPS is the 
game’s high point. The play is 
very fast and easy to catch on to, 

is, what makes this game a 


| gamep 
play ande 








By Brett J. Daly 


<ucces® You are uliowed 6 block, , 
steal, slide tackle along with all the 
er things you would expect to be 


_ able to do im a soccer game and are 


easily executable. Also, passing is — 
ite easy and youcan adjust your | 


ot by holding the button down 


S 
along with being able to curve the 


Fever Pitch Soccer offers 





ay is very good. I found this 
game to be a lot of fun with it’s fast 
controls. If you are in 
the market for a good, fun soccer — 
game and do not mind not seeing 
anything top line graphically I 
would consider giving Fever Pitch 
Soccer a good look. tee 3D 


Fever Pitch Soccer. 
By: Atari/Distinctive 
for: Jaguar 

Lype-: Sports 


Graphics: 73% 


Sound: 75% 


Gameplay: 88% 
Overall: 78% 





_ Fagen Che ned, “Sy 


touch down on the Lynx and was 


Telegames’ (who will soon be 
releasing two new Lynx 


Lynx sports title. ESC allows you 


_ to choose from more teams then 


you will ahrergs ever get achance ~ 


to play which is 170 from 32 


countries! ESC also allows for two 
_player play via the Comlynx cable 
and you are allowed to play in 


either a friendly match or a 


es) first 





Brett J. Daly 


tournament. | 
Once you turn on the game, 

you are greeted with a quality 
soundtrack while going through the 
_— ete The raphics are of 
ve and you are 

neralh allowed to ee 1/4 of the 

e 
of detail and colors in this game. 
The players are of a very good size. 
They’re small enough to pive youa 
very good view of the field 


And despite their size they still 








so, there is a very good use ~ 


, but not ~ 
so small that you are left squinting. _ 


exhibit a very fair amount ~ 


‘bf derail Graphically, FSC eecels: — 
and was done about as a as. 
e. 


it could be on a portab | 
On the other hand, the sound © 

effects in this game arefarfrom 

erfect. The music only occurs 
Helos and between games which is . 
well done, but the effects during the 
game though are very basic and the 
noise is jt sparsely used. You 
hear the basic sounds of the ball 
being kicked, the refs whistle and 
that 7 cin it. 2 1 

e gameplay is very we 

done and 2e control is very 
responsive and done nicely. Though 


_ Continued On Page 4 
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European Soccer - from Page 3 


it will take a little | . You are 
allowed to execute the fall slate of 
soccer moves and of course you 
need to avoid getting the cards 
~ which will be given in this game as 
expected. My only minor gripe is 
that I find the players speed to be a 
little slow at times. But maybe it is 
just because I am used to the overly 
fast controls of Fever Pitch Soccer 
on the Jaguar. Overall, the 
gameplay is very well designed and 
makes this game a large success! 
European Soccer Challenge is a 


very good soccer game and is one of © 


the best sports games on the Lynx. 
It’s 1s superior to it’s counterpart in 
World Class Soccer. This game is 
done to near perfection in almost 
areas with the expection of sound. 
If you are in the market for a soccer 

ame for the Lynx, European 
ocrae Challenge is hig 
recommended and Krisalis Software 
deserves to be commeneded for this 
effort! : 


_ European Soccer Challenge 


By: Telegames/Krisalis 
For: Lynx | 
Type: Sports 


Graphics: 90% 
Gameplay: 86% = — 
Overall: 86% = => 


The Three Gringos 


~ TOUR UNSUSPECTING 
HEROES ARE ABOVUT | 
TO MEET AN OLD FOE. GUYS... 


We RAVE 
A SMALL 


tS) PROBLEM. 
3) — 





Ivip£O GAMES 
AGAIN? \ 
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hit Obscure: Dragonstomper 


Well another month is upon us 
and ‘yet another unknown game has 
graced the offices of The Atari Times. 
(Yeah, like I have an officeor 
anything.) Lee and Lori work extra 
hard on these reports, but I’m often 
unable to include the entire artice. To 
find the entire article, including past 
ones, look on the web at: http:// 
www.primenet.com/ ~ rworne/ 


Title: Dragonstomper _ 

Year a Release: 1982 
Developer: Starpath Corporation 
(F oad ‘Recae Paraeee 
Programmer: Stephen Landrum 
Accessories: Supercharger and a 

cassette player or Supercharger, 
Starpath CD, and CD player. 


Comments: 


Lee Krueger wrote: : 
I was the first kid on the block 
to get this game. When I got my 
Supercharger w/Phasor Patrol, I 
saw the advantages right away. I 
gobbled up every Supercharger 
game as they came out. My first 
multi-load game was Escape From 


| the MindMaster.I wastotally 
blown away!!! DragonStomper (DS) 


‘| is unique in that it is and was the 
only adventure game of itstypeon _ 


T HATE PUNY 
BANDITo PUNKS 


ITS BRUNO. 
WONDER FUL. 
gs 


ANYONE BRING 
THE BA200kKAP 











By Lee & Lori Krueger 


the 2600. Up untill that point, I had 
only seen games like it on the 
Apple I computers at the High 
Sela: DS blew away any game I 
played on the Apple at that time. I. 
still wonder how they packed all 
that gameplay into the 2600. 
WOW! It has my vote for the 2nd 
_ a O o a has r 

, playability, good graphics, an 
fantastic replay value And who 
could forget this warning on the ~ 
cave entrance: "ABANDON ALL 
HOPE, YE WHO ENTER | 
HERE”. I still can remeber the tune 
it plays when you finally slay the 
dragon. Dun da dunt ta, da dunt ta 
dun ta da. What tun is that anyway? 
I remember that I never could get 
the amulet without killing the 
Dragon. 


Foxglove wrote: fe 

I love that game!!! 2nd favorite 
to Adventure at the time. I never 
could beat it though. Always died at 
the Dragon(I was only 9 yrs old!). Is 
there an ending? Hmm..maybe I 
should break mine out and dust it 
off. Its been a while... ppt itt. 


Rating 1=Very Poor 
Sound: 4. 


Graphics: 4 ; | 
Gameplay: 5+ Overall: 5++ 
By Les Jones & Greg George 





AS usuAc, THE aoe 
Gane ALwaYs | BRUNO! my 
STICKS TOGETHER| MAIN MAN: 


NICE KNOWING 7 : 
You ED. S fan) 
A L no 


VeAH. Im _-& 
OUTTA aN 
HERE, 









The Qtari Time 


BattleSphere Programmers Interview Xe 





(Note: I took my past e-mail 


correspondences with 4-Play and 
complied them into this short "4- 
Play interview" article. In case you 


haven’t heard of as first Jaguar 


game, BattleSphere, this game 
combines the best elements of 
| _— like Descent, X-Wing and 
ie Fighter, and Star Raiders into 
a spectacular result. BattleSphere 
also allows up to *eight* Jaguars to 
be linked for icountien! ameplay 
_and up to *sixteen* people can play 
at the same time (8 teams of 2 
people each. One player is a pilot, 
while the other is a gunner)! 4-Play 
consists of Scott Le Grand - Head 
coder and BattleSphere creator; 
Stephanie Wukovitz - Music and 
computer voice; Doug Engel (T- 
Bird) - Network programmer, . - 
artist; and Tom Harker - Business, 
Catbox designer. The play tester 
for Battle Soh 
Santora.) 


_ Steph, Scott, your academic 
- background seems to be in 
biological fields. How did you 
_ ever get involved in game 
development? | 
Stephanie: Uh, the funny part 
is that my background is in math, I 
started to want to do applied things 
2 years into a pure math PhD, 
moved from ¢ — to the — 
- into a Biomath P rogram, an 
- now do a lot of suidiike: Sieh 
_ about protein structure and 








ere is Mark "Stingray" 


crystals, and just generally feel a lot 
happier. Scott works in the next 
lab doing a lot of the same sort of 


(his background is biology), — 


but he’s been writing games since 
he could talk bastvall , mostly just 
for fun... he had a cult following in 
HS. We started going out over 6 
years ago, and thea e decided to 
do Battle Sphere, since I also 
compose, I was a 
natural choice for music [ guess. 
And I can code (on future projects). 
Scott: I played my first 
computer game (Colorty) in 1971. I 
started writing computer games in 
1976. By the time I got to college, I 
knew more Comp Aci than the 
typical graduate so I majored in 
Biology because I figured that’s 
where all the interesting problems 
would lie for computers in the 
future. In the meantime, I wrote a 
bunch of networked computer 
er Then, after grad school, I 
ided to get back into video game 
development. 


Mark "Stingray" Santora 
seems to really hate the Atari 
Jaguar and its games. What do 
you think of the Jag? 

Stephanie: Nah, he’s bitter 


about Atari, with good reason. As 


we are. I don’t program in assembly 
language, only C, sol can’t : 
comment personally on the 
machine, but I hear lots of screams 


of frustration coming out of Scott’s 





__ Dage 5 








study. :-) He soars bo. ke | 4 
rogrammung the Jag, but not the 
fee number of hardware bugs. Of 
course, any console has these. 
Scott: I really enjoy 


r the Jaguar. | 
: OT Bird: The Jag hasso much » 
untapped potential. Atari never 
roperly exploited the potential. 
The really should have hired some 
= a programmers to make decent 


‘libraries for the thing before it was 


released. The same things which 


make it hard to program make it 
powertul. 


How does Battle Sphere 
compare to other games like | 
Descent 1&2 or Sony PlayStation 
games? 7 
Stephanie: Rather favorably. 
Most PSX games are not very much 
fun, or they’re too short, or | 


something like that. We don’t have 


— buttloads of T-mapping mer 


possible at our framerate) but we 
*are* fun, and as you know we > 
*do* look good. Descent is a 
wonderful game... in my opinion 
we are as fun as Descent. 


Why isn’t 4-Play releasing 


Battle Sphere for the Saturn or 


PSX? I me2zn Rayman was 
released for the Jag, Saturn, PSX, 
and PC. aie 

Stephanie: Well, maybe 
Ubisoft had some money. We got 
our Jag development kit for free. If 
someone offers us money for a 
port, we will do it. We have to like 
eat and stuff. :-) : 


T-Bird, you mentioned on 
the internet that this game will 
feature another "first" for the Jag. 
Do you mean something that 
only the Atari Jaguar can do, or 
something that has never been 


Continued On Page 6 — 








BattleSphere Interview - 
From Page 5 | 


done before on the Jag? 
T-Bird: Something that has 


never been done before on the Jag. 


T-Bird wer oe “ 
something about a "Battle Sphere 
modem". Is he joking? 

Scott: We have the technology 
and know how to do a "Battle 
Sphere modem” so we can make 


one if we want to, but it’s costly to — 


develop. T-Bird and Tom are 
handling this. e 


What will 4Play do about 
‘marketing BattleSphere? Any T'V 
commercials or US Tour show- 
casing the game planned? Do you 
think BattleSphere will improve 
Jag sales? 
_ Stephanie: I don’t know 
‘exactly, probably not, and slightly. 
:-) Better info from Tom Harker 


(ICDINC@genie.geis.com). 


Mark, since you’re testin 
Battle Sphere, do you think this 
game will be a contender for 
Game of the Year? 
Mark: Yes. | 
| T-Bird: I’ve played it... it 
RULEZ! 7 | 
Could you please give me 
your best guess when Battle 
Sphere will be released? 
Stephanie: We don’t want to 
| pve ens firm (‘cause if we’re 
- wrong, people poke fun). 
Good luck on the completion 


of BattleSphere. | 
| Stephanie: Thankee... we just 


want to finish the damned thing. :-) 


| For more info on 4-Play and 
screenshots, previews, and NGO’s 
Quicktime movie clips of Battle- 
_ Sphere check out 4-Play’s Battle- 
_ Sphere web site at: http://www. 
-_best.com/ ~ sebab/dvidgames/ 
_ dsphere/sphere.shtml 


Di Get exededvideo.c 
ame experience was on a friends 
Atari 7800, and that was when I 
really got into video ied can’ 
remember enjoying Centipede 
_ profusely on the 7800, but my 
avorite game on the grand o 


{ system was Pole Position II. I 


played that quite a bit, even though 
at the time I was pretty bad at it fi 


always like racers, 1 can’t wait for 


World Tour Racing). _ | 

My allegiance to Atari reall 
began with the Lynx, as it was the 
first Atari system I actually owned. 
I at the time was looking for a 
portable system, and was looking at 
a Game Gear, but then I picked up 


a Buyers Guide issue of a magazine 


and saw what the Lynx had to offer 


and went forth. I always enjoyed 
the games the Lynx had to offer as 
they were unique to what you | 
could find elsewhere. My collection 
grew to over 30 games and as you 
can imagine when I started hearing 
rumors of a new Atari 64-bit system 
I was quite excited! 3 

When the official news about 
the Jaguar came forthI saved up 
and prebooked the system 1n 


September 93. I finally received the 
| system in December of ’93 with. 


much anticipation (Atari was slow 


o 








before your ball is released):" 


* Breakthrough ball :7+8+9+1 
* Lightning ball  :7+84+9+2 © 


* Attract ball = =: 7+84+943 


“» Cech wiodd on: 174849442 55 






Replay scene: Pause, Pause 


bd AA ad be 


| Protile Atarian: Brett Daly 


at metting demand at the launch) . 
and was not disapointed! I enjoyed — 
the great level of depth of oe 

Cybermorph and the fact that it 
had no boundaries and the grand = 
majority of Jaguar games I enjoyed — 


ilar if not greater extent! 
Well, that brings metothe 
current timeasnowlhavea 
collection of about 30 Jaguar cart . ~ 
and CD games. It is real tough for 


toa 


‘me to pout out favorite Jaguar 


games as I have enjoyed the 
overwhelming majority that I have 
played, but My favorite game — 
would probably have to be 
Battlemorph, with games like © 
Tempest 2000, Alien vs. Predator, 
Iron Soldier (can’t wait for IS2), 
Towers II among others running ~ 
right up there. 

My reason for being such an 
Atari loyalist as I mentioned about | 
the Lynx games is the uniqueness all 
the games tend to have, Jaguar 
games tend to have Gescecieteh 
than most games on other systems 
and tend to be exclusive for the 
most part. I am looking forward to 
the new games and su — 
Telegames has ‘ihedad or the Jaguar 
and Lynx and hopefully we’ll see 
many more games to come as I look 
forward tothatinthe future! 


F SII! 
Theme Park Gaguar) 
. To get all the shops and rides, 


_. sink all your money into shops. , 
_ research, then wait until April, two 
_ years later. 7 


To adjust the screen position, » 


hold OPTION and press Left or 


Right. 


as God Mode: Pause, 3+7,1+9 
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Theme Park Playguide on 


To have a degree of success in 
the stock market all depends on 
having a fundamental eee of 
how it actually works. The goal is 
very simple: Buy low, Sell high; and 
you ll be making lots of money (not 
to mention all the dividends you get 
in between). The main challenge for 
the stock market amateur is mainly 
how to buy any shares (that is, 
before you opponents do). ——— 
You can count on unowned 
companies having shares being 
available at three times: 


1. When the company has just 
started - Companies are added a few 
at a time for the first few years of 
the game. You can take this 
- opportunity to acquire initial shares 
in the companies then. 

2. When the company is doing 
badly - Clearly, no-one wants to 
own bad shares, since as their value 
drops, you are losing money. 
However, they may not stay bad 
forever, and when they turn, you'll 
have an ideal opportunity to get 
some shares dirt cheap (provided 

ou can beat you opponents to it). 
he hard part is knowing when 
they have hit rock bottom. 
_ 3, When the companies stock 
_ doubles - When stock obtains a high 
enough value, the existing shares are 
halved in value, and the number of 
shares is doubled. These extra shares 
are initially unowned, so when this 
happens, it provides a great 
- opportunity for obtaining some 
good shares (if you can beat you 
Opponents to it that is). 
At all other times, you’ll have 


to be lucky to get your hands on 
~ “good” stock. 
_ One thing to remember is that 


Theme Park calculates the major 
financial changes at the end of each 
-month. So to ‘wheel and deal’ on 

the stock market, you need onl 
_ check the share prices once at he 


start of each month, and can spend 
the rest of your time running your 


park. 


Shops And Rides: _ 
he information and tables on 


all the shops, rides and scenery are 

available in the latest version of this 

playguide. You can obtain this 
irectly from myself at- 


andrew.robertson@scomagg.co.uk 


Below is lots of varied hints 
and stategies jus: thrown together. 

Bring up the info screen for a 
sideshow like Duck Shoot. Put the 
price per game to 998. Put the 
— ility of winning to 70% and 

ower the value of the prize to 400. 
Easy money.. 

One important thing to note is 
that admission prices alone will not 
provide enough revenue for your 
park to operate. That’s where food, 
merchandise, & game units come 
into the picture. Combined with 
front gate admission prices, the 
revenue that food, merchandise, & 
game units generate should start 

ing you a tidy profit. 

Rides justify gate prices, shops 
and sideshows make extra money 
make sure you maintain a profitable 
ratio of rides:shops:sideshows. Each 
time you add an extra ride, your 
admission price can be increased. 

Don’t invest too much money 
in research as these expenses are 
incurred PER MONTH. 

For shops, it is possible to 
reclaim the area under the shop for 
other objects (except the square _ 
directly under the shop — see this in 
tiny mode). 

You can reclaim this area b 
erasing the ground squares aiid 
the shop (i.e. Big Time Fries has 8 
squares that can be re-used) This 
will change the grass from short 
"used" grass to normal "usable" 
grass. 

You can also do the same to 
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the square directly under the shop 
(Gust click "No" when it prompts 
you to confirm the delete 
operation), but the only thing 

you can put down is a path AND 
the little peeps will ignore the shop 
and walk ni he through it. 

With this method you can 
pack MUCH more into your park 
if you really want to (you 
aE reduce the space 


- requirements for each shop to a 


single square!). However, It looks 


| pretty messy. 


ena to the _— 

e only things he tells you 

should be obvious thi d you 
either over- looked or forget! 

2. Listen to the little people: 
Spend some time surveying 
customers to fine tune your prices. 

- Extra sales may provide more 
income than extra profit 

- Extra sales means faster usage of 
stoces L more unoney) 

- Keep the peeps , 

3. Prives are wvaltiaisie. ocean, 
Try to ner your ratings good. A 
single excellent rating is better 
money than all average ratings! 

4. Park employees get paid 
_whether they work or not 
Only hire handymen, mechanics 
and guards as they are needed, and 
keep shifting your entertainers to 
where they are needed (so the 
earn their pay, and make the little 


people happy). 


(You can find this complete playguide 
on The Atari Times web page, or you 
can go to Andy’s next month! His url 
is: bttp://www.geocities.com/ 
TimesSquare/Alley/7532 Or, you 
can e-mail him with any suggestions, 
comments or questions. See de «| 2 for 
The Atari Times web or Andy’s 
address, - Ed 
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